This one-day workshop seeks to reflect on the notion of fabrication in both personal and industrial contexts. Although these contexts are very distinct in their economical and political vision, they share important characteristics (e.g., users interacting with specific fabrication equipment and tools). The workshop topic spans from personal fabrication to (automated) production, from applied to theoretical considerations, from user requirements to design as a crafting practice. We will address changes in production that affect humans, e.g., from mass production to Do-It-Yourself (DIY) production, in order to discuss findings and lessons learned for individual and collective production workplaces of the future. We aim to explore the intersections between different dimensions and processes of production ranging all the way from hobbyist to professional making. Furthermore, the workshop will critically reflect on current developments and their consequences on personal, societal, and economical levels including questions of the reorganization of work and labor, innovation cultures, and politics of participation.
INTRODUCTION
In the production of goods, tremendous changes are on their way that affect how and where they are manufactured, and who is producing them, introducing critical alternatives to the field of fabrication. First, lowering costs of previously unaffordable manufacturing hardware have been accompanied by a rise of the so-called DIY maker movement -hardware enthusiasts committed to creating their own products, tools and machines (rather than purchasing them) (e.g., [1, 5, 6, 17] ). Much of the scholarly discourse on makers argues that this will lead to a democratization of manufacturing and personal fabrication (e.g., [4, 6, 10, 11, 12, 13, 14] ). These Do-ItYourself (DIY) and maker cultures (e.g., [9, 18] ) are currently much debated in the broader HCI and CSCW communities, as evident through CHI 2014 hosting a panel on "Making Cultures: Empowerment, Participation, and Democracy or Not?" [1] , which aimed at unpacking the overly euphoric visions and promises of making as a "third industrial revolution". At CSCW 2014, a similar panel investigated "Making Cultures: Building Things & Building Communities" [17] .
While maker cultures have garnered significant attention, recent changes in industrial fabrication are yet to be explored in HCI research. These transformations are driven by a desire to integrate smart computation into production facilities. For instance, in German speaking countries, "Industry 4.0" (e.g., [3] ) has been coined as the term that indicates the efforts to computerize traditional manufacturing industries, also often called a "fourth industrial revolution" [3] . Adaptability, flexibility, and resource efficiency are anticipated to rise with the introduction of smart computation in production facilities. Furthermore, there are endeavors to individualize production in order to provide customized goods within mass production. Closely intertwined with these attempts are efforts around the "Internet of Things (IoT)", trying to turn visions of ubiquitous computing [20] into products [2] and standards [16] .
Personal and industrial fabrication certainly differ in terms of political and strategic aims. While advocates of personal fabrication are envisioning a democratization of technology production (e.g., [17, 18] ), those in industrial fabrication tend to make use of the economical potential that comes with individualized goods. However, this distinction is blurring, as personal fabrication is becoming an economic sector on its own, as visible in the rise of maker entrepreneurship [9] . Making, indeed, is envisioned as a return to the "made in America" brand [9] and the revamp of manufacturing in China as new site of innovation [7] .
In this workshop, we seek to focus on characteristics that industrial and personal fabrication share. Fabrication -despite all automation efforts in production facilities -relies strongly on human labor and skills. Makers are envisioning to rework traditional processes of use and labor, enabling others to become producers not just of products, but also of new economic and political arrangements. In (western) factories, the humans' role turns from executors of tasks to coordinators and decision makers in order to account for customized goods and automated production [3] . In manufacturing in Southern China, on the other hand, we witness the rise of agile and rapid innovation processes rooted in an open source culture applied to industrial production [8] . These findings challenge traditional binaries that inherently associate western maker culture with creativity and innovation, and industrial production (in the so-called developing world) as numb execution. Taken together, both forces, grassroots making and industrial production, are continuing to drastically remake societal, economic, and political processes (see e.g., [19] ), which influences how work force, innovation, and power are distributed.
Many promises are associated with maker movements, DIY and personal fabrication, such as a democratization of technology and increasing possibilities of participation. By the same token, industrial fabrication is anticipated to have a significant upturn enabled by increased automation and the production of individualized goods. Both augur paradigmatic changes in computing, one by focusing on making, the other one by upholding automation.
However, are these euphoric visions of how fabrication changes desirable? If yes, how can they become reality? How can we, as a research community, help to achieve and sustain the potentials while being critical about undesirable consequences? How can we cross the boundaries between making and automation in order to facilitate collaboration and knowledge exchange?
With this workshop, we aim to discuss these questions by reflecting on processes around hobbyist and professional production, their intersections as well as their social, economic, and technological consequences. These consequences are likely to affect humans and their quality of life in the next decades, in professional environments (e.g., factory workers), hobbyist settings (e.g., makers), or both. In line with the conference's scope, we attempt to establish a discourse that connects working life with civic life, which is nurtured by recent developments, changes, and promises in fabrication.
By focusing on intersections of personal and industrial fabrication, we aim to explore the opportunities and politics of the recent rise in smart computation, IoT, and maker entrepreneurship. Few efforts have investigated how processes of personal or industrial fabrication relate. We aim to discuss diverse perspectives, seeking to critically unpack who benefits from these changes in production, who gets to participate, and what sites of making, craftsmanship and production might be rendered invisible. In doing so, we question overly euphoric visions of individual empowerment and democratization of production.
Overview of the Workshop
The workshop will kick off by having the organizers provide an introduction to the topic, including their own perspectives, research and other engagements with personal and industrial fabrication. Participants will be invited to present their positions or projects on the topic, their experiences and reflections. We anticipate around 15 participants from diverse backgrounds (personal fabrication, industrial fabrication, or both).
In advance to the workshop, the organizers will group the participants for the break-out sessions to create heterogeneous subgroups in terms of backgrounds and experiences. The participants will be asked to bring artifacts with them that characterize their research contexts, for instance, objects that would contemporarily be difficult or impossible to fabricate in other realms (e.g., artifacts resulting from a maker, hacker, or DIY project, factory-made goods, etc.). In the break-out sessions, the subgroups will explore these artifacts and discuss whether, how, or why a specific artifact is characteristic to current industrial or personal fabrication in order to identify underlying dynamics and practices. Afterwards, we will reflect on how fabrication changed and changes, and how this will influence the future of fabrication and humans as innovators, workers, activists, etc. In particular, we will critically engage with larger social implications for workers, tech and venture labor [15] . Finally, our goal is to develop an agenda for how to shape the exchange between research on personal and industrial fabrication (e.g., the format of an ongoing discourse), while sustaining a critical perspective on consequences that these developments bring along. The organizers will actively participate in all sessions to foster discussions and reflection. Table 1 illustrates the overall schedule for the workshop.
Prior to the workshop, the participants' contributions will be posted on the website in order to allow preparation. We will take the workshop as an opportunity to explore future collaboration, e.g., a special issue, a mailing list, or collaborative research projects. Part of our goal is to build a community of scholars and practitioners concerned with both hobbyists and professional making cultures, as well as intersections thereof.
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